Path of the Hellwalker (Infernal themed 


Barbarian) 


So, | did post this to already, but as | haven't gotten any feedback, I've decided I'll post it 


here and see if | can't get some feedback here. 


With that said, let's get on with it. 


Starting with the flavor: 


Hellwalkers are of two origins. Typically, they are a soul who was lost to the Abyss or the Hells, and 
is trying to escape through violent means. However, there are those who willingly walk this path, 


who went into the Hells or the Abyss, seeking perdition for their own reasons. 


Mutations: Following the path of the Hellwalker carries the high likelihood that you will eventually 
begin to mutate. Either roll 2d6 and choose one of the results or choose up to two from the 


available options: 


Mutism - You either lost your ability to speak or refuse to do so. In either case, you are 
now mute. 

Hellish Visage - You take on the features of the denizens of the Hells or the Abyss. The 
teeth of a hellhound, the flaming mane of a nightmare, or the eyes of a devil. (NOTE The 
change is purely cosmetic and provides no advantage in combat.) 

Horns - You grow a pair of horns, not unlike those of the fiends you have fought and 
continue to fight against. 

Boiling Blood - Your blood runs hot, literally. The experience is unpleasant in the extreme, 
but you have learned to tolerate it. Due to this, you no longer feel cold except from the 
bitterest of chills. (NOTE This does not provide resistance to cold damage. You just don't 
feel the effects of a cold environment as harshly unless it is unnaturally cold.) 

Sulfurous Stench - You carry the scent of brimstone about you. No amount of washing or 


other scents can cover or remove it. 


6. Weeping Wounds - Your body is covered with lesions and abcesses that constantly leak a 


foul looking pus. 


And with the flavor out of the way, let's get to the subclass features. 


Level 3 - Fiendish Fortitude - You have spent too long in the Hells or the Abyss, and you have 


become tolerant of the omnipresent heat. You have resistance to fire damage while raging. NOTE 


This is mostly a ribbon feature, but it's also for flavor since most(all?) fiends have either fire 


resistance or immunity. If you're really that concerned about damage resistances and being a 


anky barbarian, you'll likely pick Bear Totem. 


Level 3, 8, 14 - Built to Destroy: Upon beginning to follow this path, you have started the perilous 
journey to becoming a Hellwalker. As such, you have gained the ability to drain the vitality of your 
slain foes. Once on your turn when you kill an enemy while raging, you can roll 1d4 plus you 
Constitution modifier and gain Temporary HP equal to the result(minimum of 1). You lose this 
Temporary HP after your next short or long rest. This scales to 1d6 at level 8, and 1d8 at level 14. 
NOTE I'm unsure how powerful people will think this is, but Temp HP doesn't stack, so it's more 
just ablative armor than anything else. Also, because you will at absolute maximum be getting 13 
Temp HP at level 14 with +5 CON, or 15 Temp HP at level 20 with +7 CON, you need to keep 


killing in order to actually maintain that ablative layer. 


Level 6 - Rip and Tear: Upon reaching level 6, you have become inundated with the rage 
characteristic to hellwalkers. While you are raging, when you kill an enemy you can use your 
bonus action to double your rage damage until your rage ends. NOTE I'm not as concerned about 
his one. Considering Rage damage maxes out at +4 at level 16, making that +8 for the duration 
of a rage at a very high level just means the barbarian will be putting out slightly more damage 


han they already do. 


Level 10 - Hell-Forged Armor: Upon reaching level 10, you find some wretched creature and 
acquire their services, either through force or through diplomatic means. Regardless, you gain a 
suit of armor you are proficient in. The armor counts as magical for the purposes of calculating 
your armor class. While wearing the armor, you can use your Constitution for the purposes of 
making saving throws against the frightened and charmed condition. NOTE I'm a bit iffy about 
his one, because | feel like it might be a bit overpowered. On the other hand, someone who has 


literally fought their way out of, or into, the Hells or the Abyss would be pretty hard to frighten. 


Level 14 - Harbinger: You can no longer be identified as mortal, not truly. Your presence alone is 
enough to terrify most mortals, and even extraplanar entities are not immune to the fear you 
cause. When you kill a creature, every creature of your choice within 30ft must succeed on a 
Wisdom saving throw(DC 8+Proficiency Bonus+Strength modifier) or take 1d6 psychic damage 
land become immobilized by fear until they take damage. On a successful save, the creature 
akes half damage and is not immobilized. NOTE Also a bit iffy on this one. Seems like it might 


be a bit overpowered, but it is a subclass capstone, so maybe it's not as bad as | think. 


So, is it overpowered, underpowered, would you allow this in a game you run, what do you think 


about the features, whatever you have to say, let me know. 


